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Logy and Morf inside the computer___ 


_ “Hey, Logy, look what I’ve done now!” 
said Morf, exploding in glee as his proce- 
dure ran correctly for the first time. There 
on the screen was a neat picture of a rabbit. 

“But, you know, there’s something 
weird that I don’t understand. How does 
all of this end up on the screen. How does 
the computer know what to do with all of 
this stuff I type in on this keyboard,” Morf 
went on to ask. 

Logy responded, “I don’t know exactly 
how all of this stuff works. It gets pretty 


~ complicated. I know there is something in 


there that has to do with logic and logic 
gates — like those things you see when 
you're playing Rocky’s Boots, that neat 


game from The Learning Company. I also 


know that it has something to do with an 
electrical code the computer uses. We see 
the code as a long list of one’s and zero’s, 
what they call ‘machine language.’ ” 


Morf interrupted, “I’m not ready for” 


that stuff yet. What I want to know is what 
happens inside the computer. What's in 
there?” tes e 

“Well, let's ask Ernestine, my triangular 
cybernetic cousin. Since she lives in the 
computer, I bet she knows what makes it 
tick,” Logy answered. 


Logy and Morf went over to the compu- 
ter and loaded the Logo language. Soon, 
there was Ernestine resting at home right 
in the middle of the screen. This was the 
place she liked best. It was really for a 


cybernetic turtle. Logy knocked on the 
computer screen. 


Ernestine turned around. “Oh, hello 
there, Logy. Long time, no see! Where’ve 
you been?” 


“Well, we've been having a bit of a 
problem here lately. First we had to find a 


How about our new LOGO logo? 


With all of the fun we have been having 
with Logy and Morf, we decided it was 
about time we put them into all of our 
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literature, our letterheads, and other 
things. We now have them on our t-shirt 
transfers. You'll see them in the articles we 
will be writing plus in a lot of other places 
doing all sorts of weird things. 


Our other logo was just fine. But we like 
Logy and Morf. And we sure hope that you 
do too. | 


And, again we want to thank Karen 
Sullivan of Charlottesville, Virginia, for 
helping us find a neat name for Morf. He 
didn’t feel right without a decent name. 


And none could be really better than Morf. 


The Turtle’s Sourcebook 


Never in our wildest dreams did we 
envision the success of “The Turtle’s 
Sourcebook.” with virtually no promotion 
or publicity on our part, we have been 
totally inundated with orders from all over 
the country. There is no way this small 
organization could keep up with the mail 


seeking information or orders for this 


book. : 
If you have ordered the book by pur- 
chase order or letter seeking to be billed, 


your orders have been turned over to: 


RESTON PUBLISHING COMPANY 


- 11480 SUNSET HILLS ROAD 


RESTON, VIRGINIA 22090 
(703) 437-8900 


You can check with the Marketing 
Department or with editor, Carol King. 
We most certainly appreciate this tre- 
mendous vote of confidence and apologize 
for any inconvenience this creates. 








name for our rabbit friend here. This is the 
guy who thought he could beat me across 
the forest, and the same character who 
tried to Wow me at the computer,” Logy 
responded. 

“But we're pretty friendly now. Morf 
isn't too bad, really, once you get to know 
him — even for a rabbit,” Logy went on to 
say. “But he does have a question that 


maybe you can help us answer. He wants 


to know what goes on inside the computer. 
Can you help us?” | 

“Why do you want to know that?” said 
Ernestine, quite quizically. “Do you really 
care how your radio or television set 
works, just as long as it does. And what 
about those human characters? Do you 
think they really care how those humon- 


gous things they drive around in work? 
Those things they call automobiles? I don’t 
think so. So why bother with how a 
computer works?” | 

“But don’t you have to know all of that 
to make the computer do what you want it 
to do?” asked Morf. 

“No, of course not. You do need to know 
how to talk to the computers. That's why 


. you learned Logo, isn’t it?” asked Ernestine. 


“TI tell you what. Let me try to explain 
what goes on inside the computer in 
simple terms. In fact, let's take a look at a 
place with which we are all familiar, the 
kitchen,” Ernestine added. — 

“When it is time to create a meal, usually 
the first thing to happen is the Chef enters 
the kitchen, turns on the lights and other 
appliances he intends to use for the meal. 
He then looks in the cookbook for the 
desired recipe. After reading the recipe, he 


‘may write down the ingredients he will 


need for that particular meal on a pad of 
paper or possibly on a chalkboard. The 
ingredients are gathered. The mixing and 
processing of the ingredients is properly 
controlled and timed according to the 
recipe. When completed, the meal is sent 
out of the kitchen to be served. 


- 
S'mamee sire ‘a ro 





(Continued 
on page 4) 


Graphics Contest Two update 


WOW! Did we ever get a response to 
our contest! . 

We're sorry to say that with the large 
number of entries we received plus all of 
the travelling and other work we and our 
artist friends have been doing, we have not 
been able to complete all of the evaluation 


We're bursting at the seams. and so, 
we're moving out of the garage into a 
better workspace. In the meantime, you 
can still reach us at our regular address or 
at our new box number. We'll keep you 
informed of just how you can best get in 
touch with us. 


We've changed our address 


of all of the great entries to our contest. 

But we will have all of this down in black 
and white for the June issue. And, we'll get 
that issue out on time so you'll all know 
who won. In the meantime, please be 
patient with us. And thanks for all of your 
fantastic support. 
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1-99/4A news from Pittsburgh _ 


~ We get a lot of different newsletters 
from different user's groups and other 
computer associations. We have also re- 
ceived some mail about the TI computer 
and some of the things you can and can not 
do with it. 


Well, there are a lot of things you can do 


- with it. There are a growing number of 


third party software and hardware pack- 
ages that make it a lot easier — and a lot 
less expensive — to use, For one thing, we 
have heard of a new memory expansion 
unit that sells for about $250.00. You don't 
have to buy the whole peripheral expan- 
sion box and memory expansion from TI. 
To check these figures, refer to 99’er 
Magazine. 


In the meantime, our friends from the 
Pittsburgh User's Group: have reprinted 
some useful hints and answers about the 
TI 99/4A computer. We are happy to 
reprint these here for you. You'll also find 
a couple of good programs for the TI 
computer elsewhere in this issue. 
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What Happened To 
My Memory 
MEMORY EXPANSION, 32K RAM? 
The Memory Expansion (32K RAM) unit 
has several restrictions which are not 
readily apparent to the naked eye. If you 


~ bought the Memory Expansion Unit, you 


might think, WOW, now I have 48K 
RAM to play with. I can write bigger 
programs and have larger arrays. Unfor- 


tunately, it is not entirely true. 


First of all, a full 8K of the additional 
32K is reserved EXCLUSIVELY for as- 
sembly language programs and cannot be 
accessed in any way by TI Basic or by 
Extended Basic programs. So then you say, 
“Oh, well, then I have 24K to work with.” 
Well, that ain’t necessarily so either. 

A regular TI Basic program can only use 
16K RAM in the console, and so the 
Memory Expansion does NOT allow you 
to have larger Basic programs and arrays. 

A TI Basic program with the Mini 
Memory plugged in can access up to 24K 
of the Memory Expansion, but ONLY as a 
DATA FILE, similar to a data file on tape 
or disk, but, of course, with much faster 
access time for the PRINT # and INPUT # 
statements. Again, you cannot have a 
larger TI Basic program. 


Extended Basic programs can use 24K | 


of the Memory Expansion and 16K of the 


Jumping Jack 


shows how to use the 4 arrow keys; S, E, D, 
~—~<and as well as the ‘corner keys’; W, R, Z, 


by Brett Pijan 


Se 


Here is ademonstration game that I call 
Jack in the minefield, or Jumping Jack. It 


100 CALL CLEAR 

101 CALL SCREEN (9) 
102 SCORE=0 

110 PRINT " 

120 FOR DELAY=1 TO 16 
121 CALL SCREEN (DELAY) 


console. So you say, that allows me to write 
a 40K program — right? WRONG!! The 
24K RAM and the 16K RAM can only be 
used in certain ways. | 

The Extended Basic program and its 
numeric variables can only reside in the 
24K portion of the Memory Expansion. 
The program’s string variables can only 
reside in the 16K RAM of the console. 

So, the total length of all string variables 
and string arrays cannot exceed 16K 
EVEN if there-is room available in the 
24K portion of the Memory Expansion! 
Similarly, you cannot have more than 3000 
numeric variables in the Memory Expan- 
sion, no matter how much empty space is 
available in the 16K console RAM. 

So, if your program is a “number crun- 
cher,” it is limited to a maximum size of 
24K! That is a far cry from the 48K that 
you thought you had and is only 8K more 
than the plain console. And that extra 8K 
comes at a cost of $400. 

So, as regards the Memory Expansion 
Unit, there is LESS than meets the eye! 
(W.D.C.U.G.) 


A Double Disk Warning 


Those of you thinking about putting 2 
disk drives into the Peripheral Expansion 
Box should consider this: After seeing the 
new Technical Data for the T1 99/4A and 


and C, to move a character around the 
screen. The program also keeps score and 


9490 ROW=ROW-1 
390 GOTO 660 





the Expansion system, I feel that the 


following be considered: 

The power supply in the Expansion 
system uses 1N4002 rectifiers to supply 18 
volts unregulated to all the cards in the box 
AND to the 7812 voltage regulater that 
supplies 12 volts for the disk drive. 

The 1N4002 is rated at 1 Amp contin- 
uous (or 2 Amps @ 50% duty). The 7812 
has a maximum rating of 1.5 standard TI 
supplied Disk Drive (MPIB51) draws 1.5 
Amps surge and 0.8 Amps running. The 
best thin disc drives draw 0.7 Amps 


. running EACH (and both start and run 


together). 


As you can see, the regulator is at its 


Max when starting and the rectifier still 
has to supply the rest of the cards in the 
box. This leaves little-to-none in reserve. 
Any good designer knows to never exceed 
maximum ratings if a product is to be 
reliable and they are usually derated even 
further to improve reliability. 

TI would be within their rights to 
disallow a warranty claim because of im- 
proper use. 3 

A 1N5046 rectifier has a 3 Amp rating 
and there are 78H12 regulators that have a 


higher rating. If you do have these installed . 


your warranty is VOID and you should 


probably leave 2 slots empty to prevent 


over-loading the transformer. 
(S.B.U.G.) 





keeps a running high score. This program 


serves as a starting place for a wide © 


number of run-through-the-maze games. 
If I counted right, it has only 83 lines. 


$60 IF_KEY* 267 THEN 600 


JUMPING JACK"ssessecenss : 370 ROW=ROW+1 


980 COL=COL+1 
9970 GOTO 660 


{22 CALL SOUND (100, DELAY#DELAY+110,0) 600 IF KEY<>88 THEN 630 


130 NEXT DELAY 


610 ROW=ROW+1 


140 FPRINT " TRY TO JUMP THROUGH THE" 620 GOTO 660 
150 PRINT " MINEFIELD, JACK. EACH” 630 IF KEY< 
160 PRINT " JUMP IS WORTH A POINT !"sersrzsaes2 640 ROW=ROW+1 


170 FOR DELAY=1 TO 1000 
180 NEXT DELAY 


650 COL=COL~1 


“90 THEN 320 


660 CALL HCHAR(OLDROW, OLDCOL, 32) 


190 REM TWO JUMPING JACKS 670 CALL GCHAR (ROW, COL,MINE) 
200 CALL SCREEN (3) 680 CALL HCHAR (ROW, COL, 96) 
210 CALL CHAR (96, "18187E9999244281") 690 CALL SOUND (25,-7,0) 

220 CALL CHAR(97, "19187E3C5A242466") 700 CALL HCHAR (ROW, COL, 97) 
2350 REM FLASH 710 SCORE=SCORE+1 

240 CALL CHAR (104, "914AS4SS5AAS48A11") 720 IF MINE=112 THEN 740 
250 REM MINE 20 GOTO 320 


2650 CALL CHAR(112, "OO0O000O0000387C38") | 749 CALL HCHAR (ROW, COL,104) 
730 CALL SOUND (1000, -6,0) 


270 CALL COLOR(9,11,2) 


cas 280 CALL COLOR(10,10,3) 760 CALL COLOR (10,14, 5) 

ond oe RRQarA et eae Le 290 CALL COLOR (11,13, 3) 770 CALL SOUND (1000, -7,0) 
oes not Claim any proprietary | xog Row=12 780 PRINT “ YOU GOT BLOWN UP, JACK !!" 
rights to any of these programs and 310 COL=16 782 IF HIGHSSCORE THEN 785 
cannot be held responsible for their 315 CALL CLEAR | 783 IF HIGH=SCORE THEN 785 
contents. The YPLA runs all programs 320 CALL HCHAR (RNDK22+1,.RND*¥31+1,112) : A pao ade 

330 CALL HCHAR (ROW, COL, 97) s) JH=SCOR 
and procedures. While some may have 330. REM STE cK | 2700 FRINT " YOUR SCORE ";SCORE , aie 


slight bugs or lack instructors, to the 


350 CALL KEY (0,KEY, STATUS) , FFL PRINE HIGH SCORE “3 HIGH 
best of our knowledge, these do not 3640 REM IF STATUS=0 THEN =50O gO00 FUR DELAY=1 TO 2000 
impair the operation of the programs. 370 OLDROW=ROW | B10 NEXT DELAY 
Members are encouraged to improve $80 OLDCOL=COL : nile ho wer 
on any of these programs and to re- ree peers fe eam yn ane 
submit them to the YPLA Software Alo GOTO 660 | 
Exchange. 420 IF KEY<>87 THEN 460 | oP) 9 © | 
: 430 ROW=ROW-1 
ii ames | 440 COL=COL~-1 | > 
Apple II, Atari, Basis 108, IBM-PC, 450 GOTO 660 
TRS-80 Color Computer, VIC-20 are 460 IF KEY<268 THEN 490 7 &> & 
registered trademarks of Apple Com- 470 COL=COL+1 | 
puter Inc., Atari Inc., Basis Interna- pbetaltrenipet is so OR 
tional, IBM Corporation, Tandy Corpor- O90 AE ee ee en soe 
300 ROW=ROW-1 
ation, and Commodore Business Ma- S10 COL=COL+1. ©S 


chines Ltd., respectively. 


S20 GOTO 460 
S30 IF KEY*<>69 THEN S60 
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We get lots of nice letters from people 
all over the world. We're really sorry we 
can not print them all. But when we find 
something especially nice or a letter telling 
us about something really useful, we like to 
pass these along. 

Jeffrey Matyas and Ned Boyd are two 


young fellows who live in New York City. 


Here is their letter. 


While using our Apple II+ Computer, 
my friend and I discovered a method for 
filling in a circle without using a circle or a 


_ square. This is our method: 


CIRCLER :SIZE _ 
RT 90 FD :SIZE 
REPEAT 460 [FD :SIZE PU BK 
‘SIZE PD LT 1] 
(SIZE is the size of the circle entered with 


the command, CIRCLER) 


We would be interested in hearing from 
you about our method. 
Sincerely, 
Jeffrey Matyas 


Ned Boyd 


Jeff and Ned wrote their procedures 
using Apple Logo. However, you can do 
the same thing using any version of Logo. 


The TI computer will, unfortunately, run. 


out of ink if your circle is too big. But the 


Apple II computers, the Atari, Commo- | 


dore 64, and the Radio Shack Color Com- 
puter don't have that problem. 


Cag 


Seems like we've been bombarded with 
questions on working with preschoolers. 
We believe that computers should be one 
choice of many for young children. Any- 
thing they do on the computer should be 


fun and should put them in control. We | 


never want children to get the impression 
that they are controlled by a machine. So, 
we are constantly on the lookout for good 
programs which are fun, educational, and 
as much child-controlled as possible. 

The Learning Company has produced 
several excellent programs for youngsters 
of all ages. 

Juggles’ Rainbow (48K Apple) is for 
children ages 3-6. Through the use of 
colorful graphics, the program teaches the 
concepts of above/below and left/right. 
Two narrow strips of paper are positioned 
horizontally and vertically on the key- 
board. In the rainbow program, the child 
touches keys above or below the horizontal 
strip to construct a rainbow. A butterfly 
program uses the keys to the left and right 
of the vertical strip. The windmill pro- 


gram calls for above left, above right, 


below left and below right. 
Each program starts with a drill session 
in which the child touches a key above or 


a 


Here’s another interesting idea that 
came from Ian and Sarala. 

In the February 1983 issue, a student at 
The Winston School here in Dallas asked 
us how you could stop the scrolling of the 
screen when you are trying to catalog an 
Apple Logo diskette. Well, thanks to Ian 
and Sarala, we can pass this along. 

Use CONTROL-W. The catalog will 
stop. Start it again with RETURN. 

Jan and Sarala also have a question 
which some other people have asked. This 
is about our Apple Logo software ex- 
change disks. 

The Adventure game, Hangman, and 
some of the other procedures are pretty 
long. To make sure you have enough 
memory space for these procedures, don’t 
load the Startup program. When you load 


Apple Logo, the first screen you see asks 


you to put ina file diskette if you have one. 
Rather than doing this or entering a 
RETURN, hit CONTROL-G to stop the 
procedure. Then load your program. You'll 
have enough memory space available then. 


Gerry Diedrichsen, 1140 S. Basswood 


Drive, Naperville, IL 60540, wrote us a 
very nice letter about her use of “The 
Turtle's Sourcebook” with her second 
grade class. Gerry uses a TI computer and 
has run into the problem of available 
memory space in Logo. After entering 
procedures written in MIT Logo, for ex- 





below, left or right (depending on the 
particular program) and is shown that 
position on the screen. The drill is fol- 
lowed by a “quiz.” The position is shown 
on the screen and the child is to touch that 
position on the keyboard. If the child 
makes it through the drill, he can then 
make the rainbow or butterfly or windmill. 
Once the picture is drawn, the child can 
change the colors by continuing to touch 
keys. 

The children with whom we tested the 
program, thoroughly enjoyed it. They 
ranged in age from three to six. The 
youngest had difficulty making it through 
the quizzes, but demonstrated an under- 
standing of the concepts as he built the 
rainbow, butterfly and windmill. He was 
very deliberate with his choices. The older 
children whizzed through the drills and 
quizzes so they could make the pictures. 
Since we tried it out at one of the computer 
clubs (K-1), there was a lot of interaction 
among the kids. They helped each other 
with very little instruction from us. 

We think Juggle’s Rainbow would be a 
good addition to a preschool — kinder- 
garten software library and would also be 
useful in early elementary with children 
having trouble with the basic concepts. 


Larry, 
right-angle turn of 90 degrees. They don't 
really understand what diagonals are. 
This is why I made the diagonal key- 
strokes to show diagonals as a series of 
left and right 90 degree turns. Not only 
does this give the kids a nice looking 
stairstep pattern to work with, it also 
gives them a simple pattern they can 
walk through on the floor as they use 


ample, she came across the CHOKE state- 
ment. For those who have not understood 
this statement, it is the TI version of OUT 
OF SPACE as seen on the Apple versions 
of Logo. In other words, you have run out 
of memory space and need to erase some- 
thing or reload and start over. 

Some other people have written about 
the limited memory available in the TI 
computer, even with the memory expan- 
sion. We found a very good description of 
this problem in the Pittsburgh User's 
Group newsletter and would like to pass 
this along for your information. You'll find 
it elsewhere in this issue. | 

Gerry would very much like to contact 
other second grade teachers working with 
Logo. She currently uses the Sourcebook 
and Turtle News as her source of ideas. 
The National Logo Exchange is another 
great source of ideas. This is what we all 
need to share — these ideas to help make 
Logo and the computer come alive as 
valuable learning tools. 


Computers Are For Kids 


Well, it seems kids have taken over 
computers and us kids don’t realize it. 
Some do, some don’t. Some think it’s a toy, 
but some think differently. My teacher, 
Mrs. Chapman, is a computer fan, she gets 
“Turtle News” every month and shows it 
to us. See, she has a Computer Club here at 
‘Westwood Elementary, every Monday af- 
ternoon. The people who are in computer 
club were tutoring other students at West- 
wood and | think Mrs. Chapman has 
taught us a lot. Some people in this 
computer club are experts at Logo, Basic 
and other stuff. Those people are Karl 


.) 
ie ‘ 
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Ulbrich, Darren Bolding, and Mrs. Chap- 
man. We're not the only computer fans at 
Westwood, Mrs. Houghton’s Class is inter- 
ested, too. Karl has made some outstand- 
ing programs. Some have amazing things 
on them. Some other people in Computer 
Club are: Edward Jones, John Shelly, Tony 
Whatley, Kristan Johnson, Matt King, 
Steve Shields, Adam Grounds, Amy Rose, 


Ryan Taylor, Stephanie Kleven, Berndie 


Strassner, Matt Cowan and Mike Holland. 
We have Gcomputers at Westwood. We 
Love Computers. 


By: Stephanie Kleven 
Age: 10% 
School: Westwood Elementary 
Computer teacher: Mrs. Chapman 
Teacher: Mrs. Chapman 

If you have time could you put these in 

“Turtle News?” 

Programs by: Matt King and Karl Ulbrich, 
Berndie Strassner and John Shelly. 


TO SPIRAL :SIDE :ANGLE 
SETBG 0 
SETPC 1 
FD :SIDE 
RT :ANGLE 
IF :SIDE < -400 [STOP] 
SPIRAL :SIDE - 3 :ANGLE 
END 
By Berndie Strassner and John Shelly 


TO SUPERSTAR 
PU 
BK -70 
PD SPIRAL :189 
HT 
END 
By Matt King and Karl Ulbrich 


Introducing Toddler’s Turtle 


(Continued from cover) 


Toddler's Turtle plays in a playground, a 
rectangle around the boundaries of the 
screen. The turtle can move within the 
boundaries of the playground’s fence, but 
if the user gets too close to the fence, the 
turtle gets bounced back home. 


To draw figures, or just to doodle, the 


child uses single keys to move the turtle 
forward, back, left and right. The user can 
also develop, save, and recall procedures. 
They can also use diagonals. 


“If you ask a young child to turn,” said 
“most of the time they make a 


their bodies to learn the concepts with 
which they are working. Working with 
turtle graphics off the computer can 
sometimes be even more important than 
what a youngster does on the computer.” 


Toddler’ s Turtle Commands: 

PRESS THESE KEYS TO MOVE THE TURTLE. 
FORWARD 
BACK 

RIGHT 

LEFT 

DIAGONAL UP TO THE LEFT. 
DIAGONAL UP TO THE RIGHT. 
DIAGONAL DOWN TO THE LEFT. 
DIAGONAL DOWN TO THE RIGHT. 


AND=ZNOUK SE 


ERASES MISTAKES 
TURTLE VANISHES 
TURTLE APPEARS 

TURTLE STOPS WRITING 
TURTLE STARTS WRITING 


K2Hn< 0 
how uu 


OD = LARGE CIRCLE TO THE RIGHT 
OS = LARGE CIRCLE TO THE LEFT 


SOD = SMALL CIRCLE TO THE RIGHT 
SOS = SMALL CIRCLE TO THE LEFT 


H = HOME 
HH = CLEARS SCREEN AND TEXT 


COPYRIGHT 1982, LARRY MULLER 


Later this fall, the Young Peoples’ 
LOGO Association will be publishing a 
series of books on The Toddler’s Turtle, 
using this and other procedures as part of 
the standard kindergarten curriculum. 


Children will have the opportunity to — 


learn the basic concepts of Over, Under, 
Around, and Through, The Turtle will 
help them visualize the differences be- 
tween short and long, long, longer, and 
longest, full and empty, color recognition, 
basic counting skills, and a variety of 
other basic skills. There will also be basic 
alphabet and reading readiness skill de- 
velopment. 

In the meantime, The Toddler’s Turtle 
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is available through the YPLA Software 


Exchange as one of the programs on a 
preschool disk. These disks are available 
for Apple, Atari, the Commodore 64, and 
TI computers, and include other single- 
keystroke and similar procedures for the 
kindergarten age group. There are some 
special conditions that apply to these 
disks, however. 

To exchange a program for any of the 
preschool disks, members must submit 
another program designed for preschool 
or primary grades. The programs do not 


have to be written in Logo. Also, they do 


not have to be educational programs — 
just so long as they are useful for children 
ages 3-8. We look forward to developing 
a ‘separate section of our catalog for the 


younger set. So why not participate and __ 


share your programs with us? 
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ee and Morf inside the a ee 


(Continued from page 1) 


The Chef in a computer is the CPU, or central processing unit. This is where the action 
takes place. It contains three basic elements, the clock or timer for all of the actions within 
the computer, the controller which reads the clock and controls the sequence of 
operations in accordance with the time and the recipe, and the Arithmetic and Logic Unit 
(ALU) which is the adding machine where all of the information is processed. 

Ready-Only Memory (ROM) circuits are like the recipe books in a kitchen. They can 
only be read. They cannot be changed. ROM circuits hold the recipes for the computer's 
color, graphics, and sound. On some apes, they hold the recipes for the languages 
used. 

Random Access Memory (RAM) is the electronic chalkboard of the computer. 
Information is stored there temporarily. It can be moved around and erased. Indeed, 
when you turn off the computer, the slate is wiped clean. The computer forgets all of the 
information you entered. | 

The I/O circuits are merely input and output circuits which translate electrical signals 


from the outside world into signals the computers can understand. 


There is one other important factor to consider, the bus structure. A good chef will 
usually lay out the kitchen so every step flows smoothly without complications or 
excessive travelling from pantry to workspace, for example. The bus structure of a 
computer does the same thing. Electrical channels are grouped so information can travel 
efficiently to and fromdifferent parts of the computer. Some are designed to carry 
information just one way; for example, from the central processing unit to the memory. 
Others carry information both ways, like a two-way street. 

Let’s take a look at the two diagrams below. The first seems to be written in some 
foreign language. But the second sheds some light onto what really happens. 
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“A simplified diagram of a computer system,” Morf interrupted. 
“If that is simplified, I'd hate to think about what a complex system would involve.” 
Ernestine continued, “Let's see if we can’t change the words around a bit so that they 
make a bit more sense. We used the analogy of the chef in the kitchen before. How would 
this eng look changes around like that? 


- TO 
OVEN 
ETC. 


RECIPE 
BOOK 


KITCHEN 
DOOR 





Kitchen | Computer 


3. The chef reads the recipe from the 
cookbook. 


TO 
OVEN 
ETC. 


KITCHEN 
DOOR 


3. The chef transfers the recipe from the 
cookbook to his chalkboard. 


TO 
OVEN 
ETC. 


KITCHEN 
DOOR 


4. The chef accumulates the ingredients 
to be mixed at his work area. 


5. The ingredients are mixed according 


to the recipe. 


6. The meal is served. 





3. The CPU reads ie program perma- 
nently stored in the ROM. 





OR 


3. The computer transfers the program 
from a cassette tape or a floppy diskette to 
its Random Access Memory. 





4. The Controller accumulates data from 
the program in memory or from the 
keyboard and holds this within a special 
“accumulator” register in the CPU. This is 
a special type of memory in the central 
processor to hold only those bits of infor- 
mation being used at that time, such as a 
series of numbers to be added. 


5. The data is processed in proper 
sequence. 


6. The data is sent to the Output circuits 
where it is translated into signals the 
printer, display, disk drive or other device 
will understand. 


1. The chef turns on lights and the ap- 


_. pliances to prepare meal. . 


2. The chef gets down the cookbook. 


TO 
OVEN 
ETC. 


KITCHEN 
DOOR 





1. The Input cecltey signals the CPU to 
get ready to run a program. 


2. The computer signals the Read-Only | 


Memory program to get ready for action. 


RECIPE 
BOOK 


So you see, it really isn’t all that mysterious. 


We all tend to think about the computer as a horrendously complex and devious 
device. Indeed, parts of the system are beyond comprehension. but does this really 
concern the family or classroom user? 


Do you need to know how the program gets from the studio to your television set? 
When you get behind the wheel of your car, do you need to know how the gasoline is 
being transferred from the fuel tank to the engine and then exploded to drive the wheels? 


Of course not! But you should be selective about the TV shows you and your family 
watch. And you should be able to handle the car before you get behind the wheel. 
All that takes is good programming. 


Morf sat there puzzled for a moment. Then he sort of squinched up his nose a bit and 
said, “Yeah. OK. I can live with that. But I would like to know more about how the things 
I type on the keyboard get turned into things on the screen?” ore 


Ernestine interrupted, “Why not talk to Mrtle or Mrtle Also? They’ ll be back next 
month and can begin to answer all of your questions. I think they can handle that for you 
real well.” 


“Hang in there, kid. We’re going to turn you into a good Logo Turtle yet.” 


LI LO 






Designing with shape blocks 


Mes 1983 


The YPLA was recently approached by 
a major television show to provide the 
names of preschool programmers. They 
wanted to show some two or three year 
olds who had become “computer literate.” 

High school students spend their time 
at the school library computer analyzing 
the parameters of games so they can copy 
the disks for all of their friends. They have 
no concern of the legalities of the situation, 
that the software is copyrighted and that 
they are literally breaking the law. College 
students here in Dallas regularly break the 
access codes of other students and teachers 
to gain access to other files. Most of the 
time, the purpose is not to change infor- 
mation on those files. Gaining access — 
breaking the codees — is -merely part of 
the “game.” 

_ These situations raise a very interesting 
and most important question about what is 
happening | in today’ s world of increasing 

“computer literacy.” Are we. abusing com- 
puters? Or are we abusing our approach to 
the computers? Could it be that we are 
abusing computer literacy? 

People have been abusing technology 
since the dawn of time. Once our pre- 
historic ancestors found that the rock with 
which he broke open a coconut could also 


We are constantly on the look-out for 
ideas for off-computer activities. We stum- 
bled onto a gold?iimine at the computer 
conference in Phoénix and want to share 
some nuggets with you. 

While thumbing through a catalog from 
Creative Publications (P.O. Box 10328, 


Palo Alto, CA 94303), we became more 


and more excited with the wide range of 
toys, games, and books that could be used 


hand-in-hand with Logo. 


Much of our work with kindergarten 


and early elementary children has been 


with exploring the way various geometric 
shapes fit together to form designs or 
pictures. Creative Publications offers a 
reasonably priced bucket full of colorful 
wooden pattern blocks (basic geometric 
shapes) and several books of classroom 
tested activities. 

We have used the blocks with K-4. 
Rather than give a specific task, we just put 
them out on the table at the computer club. 
We have seen everything from simplistic 


pictures to very elaborate designs. 


One 5-year-old has created symmetrical 


_ designs using the entire bucket of blocks. 


We watched as he completed one design 
that was not quite symmetrical. He studied 
it intently and then changed the least 


number of blocks he could to fix the - 


pattern. He is learning, in a very concrete 





break open heads of his enemies, we began 
to learn how to abuse technology and 
technological tools. There are those who 
would ban technology and progress. 

But isn't the challenge to merely act 
responsibly? 


Let’s put the computer into proper 
perspective. It is nothing more than a tool. 
It can do nothing by itself — it can not 
teach, it can not learn, it can not turn itself 
on or off. It can not repair itself. In short, it 
can not do anything without being pro- 





way, how shapes fit together. He’ s learn- 
ing about symmetry although he probably 
has never heard the word. So far, he’s been 
using some single keystroke programs on 
the computer, designing with color and 
shapes, and most recently, with Toddler's 
Turtle. It will be interesting to observe 
what impact his explorations with shape 
blocks and other off-computer activities 
have on his explorations with the Turtle. 

Some children can go directly to the 
computer with a project in mind. Others 
need to work out something in advance or 
want to be “given an assignment.” Each is 
different and also each will differ from day 
to day. We have found that the blocks can 
be used to help children design something 
with concrete shapes first and then they 
can try to transfer the design to the screen. 
An important aspect of this approach is 
that it leaves the child in charge of his own 
project. 

B.J., a third-grader, used the blocks to 
design a rocket. Once the rocket was built, 
he drew around each shape so he would 
have a record of it. Then he studied the 
shapes he had drawn and saw he already 
could make two of them on the computer. 


_ Then he figured out that the diamond 
shape was two equilateral triangles put — 


together. It didn’t take him long to figure 


_ out how to teach the turtle to draw a 








diamond. There are a couple more shapes 
he still has to figure out and he’s working 
on them by exploration. 


Tesselations 

If you've read very many of our articles, 
you've probably discovered that we are 
particularly fond of tesselations. Histori- 
cally, tesselations date back to about 4000 
B.C. to the Sumerian homes and temples 
which were decorated with mosaics in 
geometric patterns. They are repeated 
down through history and that is another 
very fascinating topic. (In fact, if you want 


Recently, Cindy Bryant has been travel- 
ling the country teaching Logo in a series 
of Commodore Educational Seminars. Dr. 
Kathleen Martin made a similar presenta- 
tion for us at the NCTM conference in 
Detroit. Some of our other friends will be 
doing the same thing at other in-service 
training sessions. 

Donna and I have just completed a six 
week training course on Apple Logo for 
teachers. We have also been giving in- 
service training to teachers in the Dallas 
area. We will be travelling around the state 
a bit in the coming months. We'll be at 


Logo On and Off the Computer 





AUCOMEURING! 
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Technological tools — use or abuse?___ 


grammed to do so. 

And, so far, only people can program 
the computer. 

People can make computers talk. They 
can make the computer recognize voices. 
They can make a computer draw pictures, 
do math, write poetry — nonsensical 
poetry, but no better or worse than some of 
the stuff appearing in textbooks under the 
alledged name of literature. Computers can 
be programmed to do all sorts of seem- 
ingly magical things. 

But can they teach judgement? Can they 
teach moral values? 

Should the computer be used merely to 
regurgitate repetitive exercises? Should it — 
be used solely to perpetuate the antiquated 
concepts of rote learning? If you think this 
might be a valuable exercise, may I suggest 
you check what Webster has to say about 
“rote.” The definition reads, “... the use of 
memory, usually without intelligence.” Is 
this what we really: w want for our: young 


people? ~ 


I would hope not. | 
The computer is nothing more — or 
less — than a learning tool. Like any 


learning tool, we are the ones who will 


determine its value. Logo and other user- 


(Continued on page 3) 





to combine some history with mathe- 
matics ...) In mathematics, tessellation 
means the repeated use of polygons to fill a 
plane without gaps or overlapping. 

Even young elementary students can 
begin to explore with repeating designs. 


Using the shape blocks, have them start ~__ 


designing repeating patterns with only 
two different shapes of blocks. Then have 
them try it with three. Older students . 
could be challenged to teach the turtle to 
draw tesselations they design on the 


screen. (Continued on page 4) 





NECC in June plus other sites throughout 
the year. 

If you would be interested in a Logo On 
and Off the Computer Workshop, let us 
know. We have put together an excellent 
slide presentation plus a series of On and 
Off the computer exercises for teachers to 
demonstrate just how powerful this ap- 
proach to learning can be. With our 
growing group of instructors, | am sure 
we'll be able to accommodate you. 

For more information, write to Young 
Peoples’ LOGO Association, P.O. Box 
855067, Richardson, Texas 75085. | 
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Big Trak is one of our favorite learning 
aids as many of you know. It uses a single- 
chip microcomputer to control its move- 
ments around the floor. And, most appro- 

priately, these movements closely parallel 
the movement of the Logo turtle on the 
screen. 

Diane L. Donaldson, Ph.D. of San 
Diego, California, has done some out- 
standing work with Big Trak and an Apple 
II computer. In March, she described her 
work for those of us who attended the 
Microcomputers in Education conference 

at Arizona State University. 

Diane showed us a marvellous simula- 
tor through which she was able to translate 

- Big Trak movements from the floor direct- 
ly to the computer. She merely program- 
med the cybernetic turtle to simulate Big 
Trak’s movements on the screen. She even 
went so far as to duplicate Big Trak’s 
keyboard on the computer keyboard 
through the use of red and green stickers. 

Diane has used her programs with a 

group of learning disabled students in San 
Diego. We are also aware of a number of 
other schools using robots, Big Trak, Logo, 
the Tasmanian Turtle, and similar simu- 
lations with the learning disabled. Not 
only do these learning aids help them 
conceptualize some rather abstract mathe- 
matical operations, they help the child 
build their own self-image. And few things 
are more important to the learning dis- 
abled. | 

Learning is, of course, essential. But, for 
the learning disabled whose self-image can 

become totally destructive to the point of 
suicide, the idea that they can accomplish 
something on their own, at their own pace, 
is very self-fulfilling. We have been privi- 


leged to watch the eyes of some of these 


youngsters as they realize the meaning of 
success and accomplishment. There is no 
more heart-warming experience in the 
world. If you haven't already, try it some 
time. You'll like it. as 
Michael Friendly of York University in 
Canada has sent us a variety of Logo 
exercises he uses regularly with his stu- 
dents. We're very happy to pass along this 
robot exercise. Try it. We'd be most inter- 
ested in your comments. 


7 Words To Say 


To A Robot 


What would you say to a robot if you had 
one? : : 
Would you like it to pick up your clothes 
for you? Carry your books to school? Play a 
game of Othello? Fine. But first you'll have 
to teach it a few things. 
e How to move around objects, like the 
pile of books on your floor 
¢ How to avoid trying to walk thru your 
wall (I didn’t say you had a smart robot) 
- Some LOGO systems use a real robot 
turtle that moves around the floor in 
response to commands like FORWARD 
50. We just have the screen turtle to work 
with, so you'll have to pretend a bit. 
1. Driving your robot 
This project uses a program called 
DRIVE to let you try to drive your robot 
around your room. 
TO DRIVE 
FORWARD 5 
DRIVE 
END 
Enter this and try it NOW. Pretty dumb, 
eh? (You have to press ‘CNTRL-G' to stop 
it) | | 
Let’s edit DRIVE to let you tell the robot 


what to do by pressing a single key on the 
Apple keyboard. 

TO DRIVE 

FORWARD 5 

YES.MASTER 

DRIVE 

END 


YES.MASTER is the new word you enter 
to teach it to obey your commands. . 


this robot, What other things would yéu 
like to teach it? 


2. Keeping your robot from going thru 
the wall. 

We want to keep the robot within the 
boundaries of the screen. How can we do 
this? The position of the screen turtle at 
any time can be found with two built-in 
LOGO words, XCOR and YCOR 





TO YES.MASTER 

MAKE "C READKEY 

IF :C = “R [RIGHT 30] 

IF :C = “L [LEFT 30 | 

IF :C = “U [PENUP] 

IF :C = “D[PENDOWN] | 

IF :C = “Q [QUIT] 3 

END 

TO READKEY i , 

IF KEYP [OUTPUT READCHAR] 

OUTPUT “FALSE 

END 

TO QUIT | 

THROW “TOPLEVEL 

END 
Now, he will drive around and respond to 
your commands, until you press Q to quit. 

Activities for you to do: 

(a) Make some “obstacles” on the screen 
by drawing a square or triangle (not too 
big) at different locations on the screen. 

Now drive your robot around these 
obstacles, WITHOUT BUMPING INTO 
THEM. Try different patterns of driving 
around, but at all costs, don’t trip over the 
pile of books! | 
(b) Modify YES.MASTER to understand 
more commands 

e.g. W to mean WIPE the screen (which 
erases the screen, but leaves the robot 
where it is) | 

IF :C = “W [WIPE] 

(c) (Harder) All you've got on this robot is 
a steering wheel — you can tell it to go left 
or right, but can’t change the speed. Let's 
add a gas pedal. 

The robot now goes FORWARD 5 each 
unit of time. If we can change that, we can 
make it go faster or slower. 

MAKE “SPEED 5 


TO DRIVE 
FORWARD :SPEED 
YES.MASTER 
DRIVE 
END 
Now, add commands to YES.MASTER to 
change ‘SPEED | 
IF :C = “F [MAKE “SPEED :SPEED 
+2] 
IF :C = “S [MAKE “SPEED ‘SPEED 
-2] 


(d) Make up your own activities to do with — 


YCOR = 100 


XCOR = 100 


XCOR = -100 | [0 
YCOR = 0 


XCOR = 0 
YCOR = -100 





Pm. 





e XCOR gives the horizontal position. It 
can range from about -100 (left edge) to 
+100 (right edge). 


e YCOR gives the vertical position. It can 
range from about -100 (bottom) to +100 
(top) 


Let's make a new word which tests to 
see if the robot is at the edge of the screen. 


eal —~ 


Robotics, computers, Big Trak and the learning disabled © 


We want to disregard the + or -signon | 


XCOR and YCOR to see if the magnitude 
is greater than or equal to 100. This 
operation is called “absolute value”, which 
we define as another word, ABS. 


TO ABS :N 

IF :N <0 [OUTPUT -:N] 
OUTPUT :N 

END 


The first line checks whether the number — 


:N is negative. If so, it changes the sign to 
positive. Now, we can check whether the 
robot is about to go thru the wall. 


TO AT.EDGE? 

IF (ABS XCOR <100) AND (ABS 
YCOR. <100) [OUTPUT “FALSE}] 

OUTPUT “TRUE 

END 


How can you use AT.EDGE? to make your 
robot avoid trying to go thru the walls? 


One way would be change DRIVE so that . 


it turns around by itself if it senses that it’s 
near the wall. 


TO DRIVE 

FORWARD. ccm 
IF AT.EDGE? [RIGHT 90] 
DRIVE ; 


. 


Try driving this new, smarter robot for a 
while. Is it reasonable to have it turn 
RIGHT 90 every time it reaches the wall? 
Try something else. 


Introducing PLUMB 


Riverside Data Inc. has introduced a 
new publication designed to help personal 
computer users get more work, fun and 
information out of their machines. 

“PLUMB — Probing the World of Per- 
sonal Telecommunications” is a newsletter 
to help computer users explore the many 
services available when the computer is 
connected with a modem and a telephone. 

PLUMB contains information of in- 
terest to computer users, regardless of 
their level of expertise or the brand of 
computer they own. 

Unlike a particular software program, 
telecommunications is a common denom- 
inator, allowing owners of all types of 
machines to communicate, share ideas and 


“homegrown” software, and obtain a wide 


range of sophisticated services. 

The popularity of commercial time- 
sharing services such as The Source and Compu- 
Serve is evidence of the growing interest in 
personal telecommunications. 

Though most computer owners are 
aware of these services, there are hundreds 
of private and company-sponsored data- 
bases and systems that deliver a vast array 
of services free or at a minimal cost. 
PLUMB features these other serices: 

e Electronic mail 
e Software sales and exchange 


e Dating services and adult bulletin boards 
e Financial and investment information 

e Merchandise sales 

e Online games 


PLUMB reports on new systems and 
features added to established systems. And 
it publishes reports designed to help com- 
puter users get what they want, faster and 
more efficiently. 


Riverside Data’s intention is to provide 
the home computer user with the kind of 
usable, non-technical information about 
telecommunications available no where 
else. 


Computer magazines are filled with 
articles and advertisements about modems 
and communication programs, but very lit- 
tle information about what's available once 
the user is ready to go online. 


One big attraction of telecommunica- 
tions is its ability to serve as a common 
ground for all types of computers. Apple 
users can trade ideas with Atari users. 
Radio Shack owners can talk to IBM peo- 


ple. It’s like an enormous festival for mil- . 


lions of computer owners. 

PLUMB sells for $20 for the five issues 
published in 1983. Subscriptions should be 
mailed to: Riverside Data Inc., P.O. Box 
300, Harrods Creek, KY 40027. | 


(Continued from page 1) 


friendly languages help us make use of this 


tool more easily and with ever younger 
children. But the world has yet to become 
totally cybernetic. Thus the use of this tool 
must be in proper context to the lesson to 


_ be learned. 


Is the lesson merely to learn how to use 
computers? For whatever purpose? Or is 


_ the lesson merely to learn? 


Should our kids learn to rely solely on 
the cybernetic for their learning, their 
entertainment, their social and profes- 
sional lives? Or should they learn to use 
the computer to supplement their lives? 

This is why we at the Young Peoples’ 
LOGO Association stress the importance 
of both ON and OFF computer activities. 
Learning is a multi-dimensional activity. 
To concentrate on one of these dimensions 
too heavily — the two dimensional screen, 


for example — can be damaging. 


Is the goal to make our children com- 
puter literate — whatever that means? Or 
is it to help children learn to think? 

Why not think about that question first. 
Then consider if you are using or abusing 


technological tools to accomplish your 


goal. 
“Applying Technology To 
Education In The 
Next Ten Years 


One of the things you can do, of course, 
is learn more about using technology. This 
fall there will be an education computing 
conference in San Jose, California, spon- 


sored by The IEEE Computer Society 


pe Technical Committee on Computers in 


AP 

* “ 

eat 
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oe 18-20, 1983. 


Education. Dates for the show are October 


We read about a lot of different con- 
ferences and participate in our small share 
of these. There are those we like — and 
those we don’t. Looking at the program, 
this has become one that we truly like. We 
trust that the committee will put together 


-a-really meaningful program to, in truth, 
help us all apply technology to education. 


give it your consideration. 

EdCompCon ’83 is providing an inter- 
national forum at a number of levels, in a 
number of technical areas, and with re- 
spect to significant educational issues that 
face our society today. Of particular in- 
terest is learning how those persons in our 
society with special needs can be helped 
through innovative new ideas in computer 
technology and education. 

Unlike other conferences, this event 
will have as a primary focus the application 
of the latest technology in computer- 
related areas, hardware and software, to 
the area of education. Leading edge tech- 
nologies include intelligent CAI/CMI, 
high-tech teaching/authoring systems, 
touch screens, computer graphics, robotics, 
total systems for education, audio-visual 
embedded systems and many others. 

Plus, where are some of the more 
traditional systems going in the future 


A Registration Form ' 
For EdCompCon ’83 ts 


printed on the 
following page. 
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such as LOGO, KAREL and PLATO-like 
languages? We want to share ideas at all 
levels from elementary through college 
and business /industrial/government edu- 
cation, as well as tailored continuing edu- 
cation systems, adaptive systems and por- 
table systems. 


If you wish to promote a session or 


tutorial, or give a paper, please send your — 


proposal to: 


David C. Rine, Program Chairman 
EdCompCon ’83 

Computer Science 

Suite 447 Stipes Hall 

Western Illinois University 

Macomb, IL 61455 

309-298-1315; messages: 309-298-1452 


Important Dates 
June 1, 1983 — (SESSIONS/TUTOR- 


Turtle Learning Center update_____ 


There has been a lot of interest ex- 
pressed in the Turtle Learning Center 
concept of local chapters. But the program 
has been plagued by troubles since first 
announced, This is why we have decided to 
change the name of the Logo Newsletter 
to TLComputing, and to loosen up on TLC 
organizations. 

Anyone interested in organizing a Tur- 
tle Learning Center may do so on their 


own, solely at their own discretion and 


responsibility. If interest is continued, we 
will continue to publish Turtle Learning 
Center activities and information in these 
pages of TLComputing. We will publish 
group activities, challenges, achievement 
requirements, and the like. 

Membership certificates and cards, 
badges, shirt transfers, awards, and other 
TLC materials will be made available to 
interested groups at a nominal cost if the 
interest warrants it. One thing we found in 
the past is, that because of the costs 
involved, not enough people wanted to 
participate to make the venture economi- 
cally feasible. Thus we have taken this 
route. 


ARE YOU INTERESTED IN 
FORMING A TLC? 


Let us know your ideas. What role would 


_ Technological Tools — use or abuse: 


ALS) Deadline for submitting names, 


titles and brief abstract of each presenta- 
tion. 

July 1, 1983 — (PAPERS) Deadline for 
submitting a 2-4 page typed abstract of 
your proposed presentation. 

August 1, 1983 — (NOTIFICATION) 
Early acceptances, based on early submit- 
tal, will be sent out earlier than this date. 

A polished POST-CONFERENCE PRO- 
CEEDINGS will be published by the IEEE 
Computer Society consisting of edited ver- 
sions of conference presentations. _ 

Those persons wishing to be a vendor, 
exhibitor or demonstrator at the confer- 
ence should send a description and pro- 
posal no later than August 1, 1983, to: 


M. Dundee Maples 
Conference Co-Chairman 
Educational Computer 


you like to have us play? What can we offer 
you? What would you like to see? How can 
we help? 






. 





P.O. Box 535 
Cupertino, CA 95015 
408-252-3224 


Gerald Leach-Lewis 
IEEE Computer Society 
1109 Spring Street 

Suite 300 

Silver Spring, MD 20910 
301-589-8142 


EdCompCon ’83 
HOTEL HEADQUARTERS 
Red Lion Inn, San Jose 

A limited number of rooms has been 
reserved for conference attendees. For 
more information contact: | 
Red Lion Inn 
2050 Gateway Place 
San Jose, CA 95110 
800-547-8010 


THIS CERTIFIES THAT 


IS A MEMBER OF THE 


he 


if 


YOUNG PEOPLES’ LOGO ASSOCIATIO 





Send us your ideas and we will see what 
we can do to get this idea off the ground. 
We'd like to see it build. 


Center for Computer Assistance to the Disabled 


When the YPLA was first thought of 
back in 1981, a dream was to develop a 
resource center of some type which would 
be able to help expand computer applica- 
tions for the physically and mentally handi- 
capped. We have talked to many people 
and exchanged a lot of ideas. Now, thanks 
to some dedicated work by Jack Kish- 
paugh, Russell Hollingsworth, and others 
in the Dallas/Fort Worth Metroplex, the 


~ Center for Computer Assistance to the 


Disabled is being publicly announced on 
Thursday, June 2, 1983. 


Donna and | have been honored by 
election to the Board of Advisors and 
Board of Directors, respectively. We will 
be putting our writing, advertising, and 
publicity talents to work to make the rest 
of the world aware of who and what this 
new Center is, and what it can offer the 
handicapped. 


If you have an interest in such a Center 
and its potential for the handicapped, 


please send us your ideas, comments, 
suggestions, etc. We will be sure to put 
them into the right hands. Also, look for 
additional information on the Center to 
appear in these pages. 

This is a dream come true for us. We 
look forward now to making some dreams 


come true for the physically and mentally 
handicapped. 
For more information, write: 
Center For Computer Assistance 
To The Disabled 
P.O. Box 314 
Hurst, Texas 76053 


TI announces new computer color 


LUBBOCK, TX — Texas Instruments 
has announced a color change for its 
popular 99/4A Home Computer. Begin- 
ning this summer, TI will change over its 
Lubbock production lines to produce com- 
puter consoles and peripherals in a new 
gray color. 

“After extensive research into the color 
preferences of persons for both a home 
and- office environment, Texas Instru- 
ments has found a marked preference for 
lighter colors in both its computers and 


calculators,” said Bill Turner, President of 
the Consumer Group. “Therefore, we have 
decided to change to a light gray color for 
the 99/4A and future home computers.” 
Functionally, the new gray 99/4A is 
identical to the black one that has been on 
the market for several years. The changes 
are essentially cosmetic, although the on/ 
off switch has been moved to a more 
accessible location, and other cost reduc- 
tions. on the printed circuit board have 


been implemented. 
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Computer 
Camp Book 


becomes 


available 


The Computer Camp Book is not your 
average book on computers. It is actually 
two books in one. First, it is a manual on 
how to start your own computer camp in 
the great do-it-yourself tradition of The 
Whole Earth Catalog. Second, it is the 


most comprehensive guide to computer 
camps available in print. The Computer 
Camp Book thoroughly examines the lat- 
est way to become computer literate. 

The Computer Camp Book tells chil- 
dren, teenagers, and adults what to look for 
in a computer camp. Surprise — the big 


names and high-priced camps might not 


be the best, and The Computer Camp Book 
actually stresses community involvement 
in learning. It is this approach which 
makes The Computer Camp Book a val- 
uable consumer's reference guide. 
Educators will find The Computer 
Camp Book helpful in teaching oneself and 
others of all ages computer literacy. It 
includes lesson plans and sample pro- 


grams in addition to other teaching hints. 


Individuals and academic and commu- 


nity organizations will learn how they can 





ene | % 
We recently received the following let- 
ter in that the YPLA is listed by Texas 
Instruments as a Logo Users Group. We'd 
like to pass it along for consideration since 


it does not involve just TI software. You'll 
note this program will give your students 


the opportunity to earn recognition for 


their efforts. | 

The address for more information is: 
The El Dorado Group , 
Post Office Box 5626 
Sherman Oaks, California 91403 
(213) 856-9201 


Dear Computer Owner: 
The El Dorado Group is the publisher of 
Personal Computing Programs, a nation- 


ally syndicated newspaper column devoted 


to personal computer owners. 





Published b 


Inc. 
The Yellow ‘springs Computer Camp. 


benefit from the growing computer camp 
phenomenon. It tells them how to start 
and run a camp from scratch, with infor- 
mation on organizing, staffing, promot- 
ing, and operating a camp. Also included is 
valuable advice on managing finances and 
obtaining hardware and software.. 


In short, anyone who needs to further 


their own computer learning or that of 


their children will enjoy this book. It is 
written in a manner the layperson can 
understand, with many photos and illu- 
strations. 


The Computer Camp Book is available 
in a 8%” x 11” softbound edition for 
$12.95 + $2.00 postage and handling from 
The Computer Camp Book, 8327 Sheridan 
Lane, Eden Prairie, MN 55344. For further 


information contact Sharon Sandusky at ” 


(612) 937-2066. 


Personal Computing Programs covers a 


wide range of topics that interest compu- 
ter owners. : 


e New discoveries in software for various 
computers 

e Reviews of the hottest games 

e Where to get foie and self-teaching 
courses. 


The main feature of each Personal 





Computing Programs column is an actual 


program that readers can use immediately! 
The program featured is chosen from 
those submitted by our readers. 

Programs chosen to run in the column 
are credited to the programmer with a 
by-line. As further recognition, each fea- 
tured programmer receives a check for 
$25.00 and a certificate of recognition, 


ee es ee ee eer 


Check appropriate box(es). 


My registration check for the amount of $ 
Make checks payable to EdCompCon ’83. 


Name 
Address 
City, State, Zip 
Mew oben Number 


. ‘ ¥ 


LEPUN COMIOIONOG. 20. ack cca caeeieens. oe 
ee TRU TU ORO ick c's So as se ares ee ve 
[) One Day Conference.................00- 
og Bs Saleisha AM eee aS 3 
(One Day or Full Conference fees include admission to the exhibits.) 

(1) Buffet Lunch (One Day)..,............... 
C) Buffet Lunch (All Three Days)............ 
() Thursday Pre-College Banquet Hosted by 
Western Region of College Board ..... 


EdCompCon ’83 | 
At the Red Lion Inn in Silicon Valley 
October 18-20, 1983 


CONFERENCE AND EXHIBIT REGISTRATION INFORMATION 


Pre-Reg After Sept. 15 
Las car) halla hal cot” caw web wea ee $85........$100 
pie Se ahsiee a smndy sear Sane d $25... 6. B40 
isons wh Net ee Peo $456... ck eGo 
aay PETS eer Deg DIOS «a3 552 OTS 
a SAPO It Se i Ie $6 (limited tickets available) 
akin Weiner etaia cues $15 (limited tickets available) 


is enclosed. 


Mail to: Educational Computer, P.O. Box 535, Cupertino, CA 95015, ATTN: EdCompCon 'B3. 











Harvard Associates, Inc. 


PC Logo makes debut 


Harvard Associates, Inc., cody an- 
nounced the availability of PC Logo, the 
Logo language for the IBM-PC. The an- 
nouncement was made at a meeting of the 
Boston Computer Society's Logo Users 
Group. 

In making the announcement, Mr. Wil- 
liam Glass, president of Harvard Asso- 
ciates said, “PC-Logo is designed to oper- 
ate in 64K and is expandable to 128K for 
IBM-PC’s with the available memory. PC- 
Logo will incorporate the best features of 


the popular Logos for the Apple computer | 
and will also utilize distinctive features — 


available on the IBM-PC.” 
PC-Logo software was developed by 


Gold Hill Computers, Inc. of Lincoln, . 


Mass. It has a Lisp-based design for easy, 
powerful language extension and is as- 
sembly coded for fast performance, PC- 
Logo will-run in MS/DOS, providing 
MS/DOS compatible file operations. 


Six boston-based Logo experts collabor- 
ated on the documentation for PC-Logo 
which includes a complete tutorial and 
technical reference manual. Mr. Peter von 
Mertens, documentation coordinator 
noted, ‘Based upon our collective exper- 
lence as educators using Logo we have 
written PC-Logo’s documentation to en- 
courage exploration by both Resinoens and 
experienced users.’ 


Mr. Glass added, ‘PC-Logo will have 


including a copy of the Personal Compas. 
ing Programs column with total circula- 
tion printed at the bottom. 

If you or any of your members would 
like to contribute to Personal Computing 
Programs, please send us your programs 
for consideration. 


Programs submitted should include the - 
_ following information: 


1. Name and address of programmer. 

2. Identification of type of program 
(entertainment, home management/bus- 
iness, education, etc.). 

3. A brief description on what the pro- 
gram does. 

4. Computer language used. 

5. Computer hardware and add-ons re- 
quired. 

6. Memory required (should not exceed 
16K). 

Send in those programs you're really 
proud of! Also, we welcome any tips, ideas 
and shortcuts you have found useful. Mil- 
lions of new computer owners across the 
country will thank you for sharing with 
them. 


Designing with 


(Continued from page 1) 


Tesselations: The Geometry of Pat- 
terns, by Stanley Bezuszka, Margaret Ken- 
ney and Linda Silvey, (Creative Publica- 
tions, 1977) is an excellent collection of 
activities for use with students from upper. 
elementary through high school. Starting 
with very simple exercises, it moves 


through a logical progression of difficulty. | 


The activities could easily be used to 
enhance and expand the fun your students 


are having with Logo. 


. 492-2999, 


ea for student progra 


great appeal to young people atten fa- 
miliar with Logo in the classroom as well 
as adults using their IBM-PC for business 
applications.” PC-Logo takes advantage of 
the greater capabilities of the IBM-PC by 
allowing such features as programmable 
function keys and enhanced editing capa- 
bilities. It permits communication through 


a serial port with such peripheral devices 


as a mouse and mechanical turtle. 


PC Logo is the second implementation 
of Logo to be announced for the IBM-PC 





and others are most surely tocome. Digital — 


Research has already announced DR Logo 
which was reported in the February issue 
of TURTLE NEWS. 


We are aware of at least two other soft- 


ware developers working on an IBM-PC 


version of Logo. These are supposed to be 
available before the end of the year. Thus, 
all of you IBM-PC fans will, indeed, have a 
choice of Logo packages from which to 
select. 


PC-Logo will be available for shipment 


July 1 and comes complete with a language ~ 


disk and backup, utilities disk, tutorial and 
reference manual for $199.95. It is avail- 
able directly from Harvard Associates and 
through dealers and distributors through- 
out the country. For more information call 
or write Harvard Associates, Inc., 260 Bea- 


‘con Street, Somerville, MA 02143, (617) 
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Sincerely, 


- Bert Gader 


April 28, 1983 

The Young Peoples’ LOGO Association 
is also negotiating with a major personal 
computer magazine to publish a regular 
column on children’s programming efforts 
in Logo and other languages. Many of 
these kids deserve recognition for out- 
standing creative achievement. We want 
to make sure they get it. If you have any 
programs or procedures your young peo- 
ple have written that you believe should be 
in print, please send them in. They will 
appear in the pages of TURTLE NEWS, 
DIGIT, or another personal computer 
magazine. 

We can not acknowledge all submis- 
sions unfortunately. Nor can we tell you 
exactly when a program or procedure will 
appear. We will, however, return any 
procedures or programs we can not use if a 
stamped, self-addressed envelope is in- 
cluded. 

Thanks for all of your support, your 
understanding, and your cooperation. 


shape blocks 


And the more you learn about tessela-. 


tions, the more fun they are! The authors 
drew ideas from such varied places as the 
carved wooden ceiling of Westminster 


Palace in London to the carpet on a Fresno, 


California coffee shop. (That’s the prob- 
lem with tesselations — they are addictive 
and you not only start noticing them 
everywhere, you're likely to go into a 


trance as you stare glassy-eyed trying to- 





figure out a LOGO procedure to draw 


them. Don’t say we didn’t warn you.) 
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Lots of you have written in for software 
exchange disks and tapes. We. have also 
received a lot of new software in return. 
That means we will have to revise our 
catalog pretty soon to enter all of the new 
software in it. 


There are a few of the rules which need 
to be stated again. Some of the programs 
and procedures have somé minor bugs in 
them and some do not have instructions. 
Slowly but surely we are trying to find 
these bugs and correct them. In some cases 
we have sent the programs back to the 
contributors because we could not find any 
way to get them to work. 


In some of the Logo procedures, you will 
find a HELP procedure which will give you 
instructions. In most of the others, you 


need enter only the name of the procedure | 


as listed in the catalog. 


If you find a procedure which doesn’t 
have instructions, and you write instruc- 
tions for it, please resubmit the program. 
We'll send you the disk of your choice in 
return. 


REFUNDS: I am sure you can all 
understand why we can not refund the cost 
of YPLA Software Exchange disks. The 
cost is for the disks, the packages in which 
the disks are mailed, the postage, and other 
costs. Even when we get disks back, there 
are expenses. 

Please remember, also, that the real 
purpose of this software exchange is the 
EXCHANGE of software — not the sale 
of public domain programs. 

SOFTSWAP Programs: We received a 
very nice letter from Ann Lathrop of the 
San Mateo County Education Office. Ann 
is the administrator of SOFTSWAP, the 
software exchange of Computer Using 
Educators. In that $3.00 from every soft- 
ware disk ordered through SOFTSWAP 
goes to help fund C.U.E., would you please 
direct all orders for those disks directly to 


‘Ann. The address is: 


Ann Lathrop 


. SOFTSWAP 


San Mateo County Office of Education 
333 Main Street 
Redwood City, California 94063 


Peripheral expansion system 
promotion offered by TI 


LUBBOCK, TX — Texas Instruments 
has announced that it is currently running 
a promotion whereby consumers can pur- 
chase any combination of three selected 
peripherals or software cartridges and 
receive a free PHP-1200 Peripheral Ex- 
pansion System. (Suggested Retail Price 
$249.95.) When consumers purchase the 
three items all at one time, they will 


-receive a Peripheral Expansion System 


directly from the participating retail out- 
let. 


“Texas Instruments is making this offer 
to allow consumers to take advantage of 
the broad range of software and hardware 
combinations available for the 99/4A 
Home Computer,” said Bill Turner, Presi- 
dent of the Consumer Group. 


The Peripheral Expansion System 
houses up to seven peripherals without 
additional cables or unnecessary clutter. By 
just plugging the appropriate Peripheral 
Expansion Card into the expansion sys- 
tem, users can add additional memory, 
more languages, telecommunications capa- 
bility, a disk drive, and other features. 


Corner Wars (Extended BASIC) 


by Gene Krawczyk 
This is an arcade-type game which uses 
several techniques to speed up the game. 


The idea of the game is to shoot attacking 
rockets from a laser turret at the center of 
the screen. It is similar to the game called 


100 CALL CLEAR :: CALL SCREEN(S) 


“Battlestar,” which appeared in the 99’er 
Magazine. 

In order to speed up the action, only one 
coincidence check is used, and that is to see 
if the laser turret has been hit by one of the 
rockets. Since the rockets approach from 
the four directions of the compass, there is 


110 FOR I=1 TO 8 :: CALL COLOR(I,16,1)3s: NEXT I 


120 DISPLAY AT(S5,1)2:" USE JOYSTICK TO ROTATE GUN": 


130 DISPLAY AT(8,10):"FPROGRAME BY"; “ 
TIC 

140 DISPLAY AT(14,4):"8 
145 DISPLAY AT(24,8):"PRESS ANY KEY" 


CORNER WARS 


PRESS *FIRE’ TO FIRE” 
GENE KRAWCZYK ":“ 


150 CALL KEY(0O,K,S):: IF K>O THEN 160 ELSE IF K<O THEN 150 


160 CALL CLEAR :: CALL SCREEN(2) 
170 CALL MAGNIFY (3) 


180 SP=4 :: X=4 :: COL=11 :: SCORE=0 :: PBPIT=10 


190 CALL CHAR (96, "QQOOOQ000FF " ) 
200 CALL CHAR (97, "OOOOOOFF") 
210 CALL CHAR(104, "OQOOOOOOOFF " ) 
220 CALL CHAR(105, "OOQQOOFF") 
230 CALL CHAR (112,RPT$("08",8)) 
240 CALL CHAR (113,RPT$("10",8)) 
250 CALL CHAR (120, RPT$("08",8)) 


260 CALL CHAR (128, "OOO8090BOF 1F 3F 3F 3F3F 1FOF 07030100001 OFVODOF OF SF CFCFCFCF SFOEOCOS 


- 900") 


270 CALL CHAR(140, "000003070F 1F 3F7F7F 3F 1F OF O70300000000COE OF EF OF 8FCFCF SF OFEFOCOO 


000") 


280 CALL CHAR (132, "000103070F 1F 3F 3F 3F 3F 1FOF OBO90B0000B80COEOF OF BFCFCFCFCFS8FOD0901 


000") 


290 CALL CHAR (136, "000003077F OF 1F 3F 3F 1FOF 7FO70300000000COE OF OF 8FCFEFEFCF8FOEOCOO 


000") 


300 CALL CHAR (40, "02074A72424262520A060202020201 0020F 029272121 232528302020202040 


80") 


310 CALL CHAR (88, "0103040404040CA4A4C48484E494000700804040404060504A4642424E5260 


40") 


320 CALL CHAR (92, "3F 1211 2040F F 404040FF 40201 1123F000000008040F C0201 02FC4080000000 


00") 


330 CALL CHAR (44, "0000000001 023F 4080403F 0201 00000000F C48880402FF020202FF02048848 


FC") 


340 CALL CHAR (116, "0000004021151F071F77050B1B3244844042C4CE8061C2FCOF 05867203018 


042") 
350 CALL CHAR (121,RPT$("10",8)) 

360 CALL CHAR(33, "O0O000000000000F F" ) 
370 CALL HCHAR(11, 1,33, 32) 

380 CALL CHAR(34, "FF") 

390 CALL HCHAR(14, 1,34, 32) 

400 CALL CHAR(35, "0101010101010101") 
410 CALL VCHAR(1, 15,35, 24) 

420 CALL CHAR (34, "8080808080808080" ) 
430 CALL VCHAR(1, 19,36, 24) 

440 CALL CHAR(37, "01010101010101FF") 
450 CALL CHAR (38, “8OBO8080808080FF" ) 
460 CALL HCHAR (11,18, 38) 

470 CALL CHAR(39, "FF01010101010101") 
480 CALL HCHAR(14, 15,39) 

490 CALL HCHAR(11, 15,37) 

500 CALL CHAR (58, "FFBOB808080808080" ) 
510 CALL HCHAR(14, 18,58) 

520 CALL HCHAR(12, 
530 CALL HCHAR (12, 


4,96,12):: CALL HCHAR(13,4,97,12) 
18, 104,12):: CALL HCHAR(13, 18,105, 12) 


S40 CALL VCHAR(4,16,112,8):: CALL VCHAR(4,17,113,8) 


" 7 7 Z é a 


CARE OF THE A 


no need for any coincidence checks to see if 
they are hit. Checking the direction of fire 
will accomplish this. The speed of this 
game is increased considerably by this very 
simple technique. 

You have to watch the rocket on the left 
as it increases its speed at random once you 


The offer applies only to the following 
five peripherals or two software packages: 
PHP-1220 RS232 Card — allows for use 
of a modem or a serial printer. 
PHP-1240 Disk Drive Controller Card 
— controls up to three disk drives. 
PHP-1250 Disk Memory Drive — al- 
lows users to store and retrieve data on a 
>'A-inch single-side diskette. (Requires 
PHP- 1240.) 
~PHP-1260 Memory Expansion Card — 
adds 32K Bytes of Random Access Me- 
mory (RAM) to the 99/4A system. 
PHP-1270 P-Code Card — gives users 
access to several high-level languages in- 
cluding UCSD Pascal™* and TI Pilot. 
PHM-3111 Tl-Writer software car- 
tridge and diskette — provides word pro- 
cessing exclusively for the TI-99/4A. 
PHM-3113 Microsoft™** Multi- 
plan™** software cartridge and diskette — 
gives users a second-generation electronic 
worksheet with many advanced features 
and built-in ease of use. ; 


* Trademark of the Board of Regents of the 
University of California, San Diego. 
** Trademarks of the Microsoft Corporation. 


score over 100 points. If this rocket is 
attacking at high speed, shooting any of 
the rockets will slow it down to normal 
speed. Not firing the laser will ensure your 


destruction. 


(A.T.1.C.C.) South Australia 


SSO CALL VCHAR(14,16,120,10):: CALL VCHAR(14,17,121,10) 


560 COL=11 :: X=4 


‘570 CALL SFRITE(#1,128, 13,89, 121,#4,40,15, 20, 121,SP,0, #3, 92, 15,89, 20,0, SP) 


S80 CALL SFRITE(#2,88, 15, 180,121, -SP,0, #5, 44, 15, 89, 230, 0,-SP) 
S90 CALL SPRITE (#4, 128, 13,1, 150, #7, 128, 13, 15, 150, #8, 128, 13, 30, 150, #9, 128, 13, 45,1 


50) 


600 DISPLAY AT(1,1):"SCORE=" :: DISPLAY AT(1,22):"LASERS" :: DISPLAY AT(2,22)s°L 


EFT 


610 CALL JOYST(1,J3J1,J2)3: CALL KEY(1,Kk,S) 
620 CALL COINC(ALL,C):: IF C=-1 THEN 840 


625 IF K=18 THEN 690 


630 IF J2=4 THEN CALL PATTERN (#1, 128):: COL=11 :: X=4 :: GOTO 670 
640 IF J2=-4 THEN CALL PATTERN(#1,132):: COL=12 :: X=2 :: GOTO 670 
650 IF J1i=-4 THEN CALL PATTERN(#1,136):: COL=9 :: X=3 :: GOTO 670 


650 IF J1=4 THEN CALL PATTERN(#1,140):: 


670 KEM HIT ROUTINE 
680 GOTO 610 


COL=10 :: X=5 :: GOTO 670 


690 FOR I1=2000 TO 1000 STEP -800 :: CALL SOUND(-50,1I,1):: NEXT I 
700 CALI COLOR(COL,16,1):: CALL COLOR(COL,1,1) 


710 ON X-1 GOTO 720,730,740, 750 
116):: CALL DE :: CALL PATTERN(#2,88):: CALL LOCATE (#2, 180, 1 


720 CALL .PATTERN(#2, 
21):: GOTO 760 


730 CALL PATTERN(#3,116)::3 CALL DE 3: CALL PATTERN(#3,92):: CALL LOCATE(#3,89,10 


:: GOTO 760 
740 CALL PATTERN(#4,116):: 
1):: GOTO 760 


CALL DE :: CALL PATTERN(#4,40):3: CALL LOCATE (#4, 10,12 


750 CALL PATTERN(#5,116):: CALL DE :: CALL PATTERN(#5,44)3: CALL LOCATE{#5, 89,23 


0):: GOTO 760 
760 CALL SOUND(150,-7,1) 


770 IF SCORE<100 THEN SCORE=SCORE+10 ELSE IF SCORE>=100 THEN SCORE=SCORE+15 


780 DISPLAY AT(1,7)SI1ZE (4) : SCORE 
790 IF SCORE=100 THEN 940 

800 CALL MOTION(#3,0,5)_ 

810 A=INT(RNDS8) +1 


820 IF A=6 AND SCORE>100 THEN CALL MOTION(#3,0, 25) 


830 GOTO 610 


840 CALL PATTERN(#1,116):: CALL COLOR(#1,7):: CALL D 3 CALL LOCATE (#2, 180, 121,@ 


3,89,10,#4,20,121, #5, 89,230) 


860 IF HIT<é THEN 880 
870 X=4 :: COL=11 :: GOTO 610 


850 CALL PATTERN(#1, 128) 33 CALL COLOR (#1, 13): HIT=HIT—-1 2: CALL DELSPRITE(@HIT) 


880 CALL CLEAR :: CALL DELSPRITE(ALL):: CALL CHARSET 
890 FOR I=1 TO 6 :: CALL COLOR(I,16,1):: NEXT 1. 


900 DISPLAY AT(S,3):"PLAY AGAIN <Y>ES OR <N>O": 


YOUR SCORE WAS"; SCORE 


910 CALL KEY(0,K,S):: IF K=ASC("Y") THEN 160 ELoe IF K=ASC("°N") THEN 930 


920 GOTO 910 

930 CALL CLEAR :: END 

940 CALL MOTION(#3,0,5, #4, 4,0, #2, -5,0) 
950 GOTO 810. 

960 SUB DE 


970 FOR 1=1 TO 10 :: NEXT I 


930 SUBEND 
77O SUB D 


1090 FOR 1=1000 TO 9000 STEP 500 :: CALL SOUND (-S0, 1,1/1000):: NEXT I 


1010 CALL SOUND(100,-7, 1) 
1020 SUBEND 
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- Writing stories in PILOT 


One dark and stormy night — or was it 
once upon a time? Whatever! 


This month we're going to try our hand 
at creating a story in PILOT. Not an 
ordinary story, of course. (Is anything we 
do ordinary?) This will be a story in which 
we develop the plot, but the reader will 
have to supply some of the specifics — sort 
of a fill-in-the-blanks kind of thing. Every 
time the story is read, it’s going to be a little 
different. 


It's easy to write interactive programs in 


~ PILOT. In fact, for this story, we'll need 


only two commands: TYPE and ACCEPT. 
The TYPE command tells the computer to 
display what you type. The ACCEPT 
command tells the program to wait for the 
user, to type a response or input. We'll also 
use a string variable so we can use the 
inputs as part of the story. String variables 
always start with the dollar sign ($). 


Here’s a simple example of a program 
that includes a TYPE command, an AC- 


CEPT command and a string variable: 


10 T: WHAT'S YOUR NAME? 
20 A: $NAME 
30 T: HELLO, $NAME 


The computer will type WHAT'S 
YOUR NAME and then wait for the user 
to type in a name. Then the computer will 


display HELLO, followed by the person's ” 


name. 


If you can handle that, let’s move on to 
the stormy night ... 


The way we're going to develop the 
story is to ask a lot of questions at the 
beginning and then use your answers in 
the story. We'll even use some of your 
answers in other questions. Ready? 


(10 T: WHAT'S YOUR NAME? 
20 A: $NAME 
30 T: WHO’S YOUR BEST 
FRIEND? 
40 A: $FRIEND : 
50 T: NAME A GAME YOU AND 
$FRIEND LIKE TO PLAY. 
60 A: $GAME 
70 T: WHAT’S YOUR FAVORITE 
COLOR? 
80 A: $COLOR 
90 T: WHAT'S YOUR FAVORITE 
FOOD? | 
100 A: $FOOD 
110 T: NAME A FOOD YOU 
DON'T LIKE. 
120 A: $YUCKYFOOD 
130 T: NAME A PLANET 
140 A: $PLANET 
150 T: NAME SOMETHING WITH 
~ WHEELS 
160 A: $WHEELS | 
170 T: IF YOU COULD GO 
ANYWHERE IN THE 
WORLD 
180 T; WHERE WOULD YOU GO? 
190 A: $PLACE | 


200 T: NAME SOMETHING 
YOU'D LIKE TO DO IN 
$PLACE. 

210 A: $DO 


Do you see how you can use anything for 
a string variable? 

OK, now that we've asked all the ques- 
tions, it’s just a matter of writing the story 
and putting in all the answers. 


220 T: ONE DARK AND STORMY 
NIGHT, 

230 T:$FRIEND AND I WERE UP 
REAL LATE PLAYING 
$GAME. 

240 T: WE HAD EATEN UP ALL 
THE $FOOD 

250 T: AND THE ONLY THING 
LEFT IN THE HOUSE WAS 
$Y UCKYFOOD 

260 T: SUDDENLY WE HEARD A 
LOUD KNOCK ON THE 
DOOR 

270 T: $FRIEND WAS SCARED 
STIFF AND 

280 T: 'VE GOT TO ADMIT I 
WAS SHAKING A LITTLE 

290 T: WE PEEKED OUT THE 
WINDOW AND SAW 

300 T: A $COLOR SPACE 
CREATURE. 

310 T: SINCE HE WAS $COLOR 

320 T: WE KNEW HE MUST BE 
FROM $PLANET 

330 T: “WOW,” SAID $FRIEND 

340 T: “LET'S LET HIM IN!” 

350 T: 1|OPENED THE DOOR 
AND 

360 T: IN HE ROLLED ON MY 
BROTHER'S $WHEELS 

370 T: "HEY, HOW WOULD YOU 
LIKE TO GO TO $PLACE ?” 
HE ASKED 

(Note: Be sure to leave a space after 
$PLACE and before the question 
mark.) 

380 T: “I HAVE TWO SPARE 
SEATS IN MY UFO 

390 T: AND I'M DYING TO $DO 
IN $PLACE ” 

400 T: WITHOUT EVEN 
LOOKING OVER OUR 
SHOULDERS, 

410 T: WE RAN OUT AND 
JUMPED INTO HIS SHIP. 

420 T: IT WAS FULL OF $FOOD 

430 T: AND WE ATE ALL THE 
WAY TO $PLACE 


You probably have the idea by now, so 
why don’t you write the next episode? 


What happens when you get to wherever - 


it is you're going? Remember to include 
lots of input statements so your readers 
can help write the story! 

Write the next chapter for us and we'll 
publish the best one in the July issue of 
Turtle News and send the author a YPLA 
T-shirt and jacket. 


More on Puff ... 


- Our very magical dragon 


Last month, Donna introduced you to 
Puff in the magical land of Honalee, a most 
wondrous place. the first time we met Puff 
is something we will never forget. You 
don’t forget magical dragons very easily. 


Well, because it was so nice and because 
Puff is such a marvellous and very friendly 
dragon, we decided to go back again. Not 


only did we want to get to know Puff a. 


little better, we just wanted to enjoy Puff's 
company again. And believe it or not, this 
trip was even better. 


No, we could not photograph Puff for 
you. Magic dragons don’t photograph very 
well, In fact, when we got there, we 
interrupted Puff's dinner. He was enjoying 
a large plate of seaweed when we entered 
his cave. | 

I’m sorry I can’t show you the motion 
picture of Puff eating seaweed. But I can 
give you a procedure to show you what 


Puff looks like chewing his food. You 
might want to look at last month's issue as 
you do this procedure, It helps you under- 
stand all about how this is made. 

I just started playing with Donna's 
procedure to see how I could recreate the 
picture of Puff chewing his dinner. All I 
did was explore a bit, adding new proce- 
dures as they became necessary. Some of 


‘this gets pretty complicated. 


In fact, you may want to find an easier 
way to make Puff chew his dinner. We 


have a YPLA t-shirt to anyone who can 


send us another procedure that makes Puff 
chew. 

What you need to do is enter this 
procedure into your computer. Then think 
of an easier way to make Puff enjoy dinner. 
Send the procedure to us and we'll send you 
a jacket and t-shirt by return mail. 

How about that! Here's the full proce- 
dure. Now go to work. 





TO OPEN 

SETH 880 FD 40 RT 160 

PE FD 48 RT 108 FD 13.9 PD 
SETH 100 FD 40 RT 160 FD 4@ 
RT 100 FD 13.9 ' 

END 


TO SHUT 

SETH 1900 

PE FD 48 RT 160 FD 40 

SETH @ FD 13.9 PD 

SETH 88 FD 40 RT 160 FD 40 
RT 100 FD 13.9 

END 


TO MOUTH 

FD 30 RT 100 FD 5@ 
RT 160 FD 5@ LT 160 
REPEAT 12 [SHUT OPEN] 
END 


TO NECK1 

RT 180 

REPEAT 15 [FD 5 LT 10] 
REPEAT 12 [RT 10 FD 3] 
LT 60 BK 15 | 
MOUTH 

END 


TO CHEW 

HT PU HOME 
START 

BODY 

NECK1 

END 


TO HEAD 

FD 30 RT 100 FD 50 

RT 160 FD 50 LT 1680 
FD 40 RT 160 FD 40° 
END 


TO HEAD.SHUT 

FD 3@ RT 100 FD 5@ 

RT 160 FD 580 LT 180 
FD 40 RT 160 FD 40 


END 

TO TRI :N 

REPEAT 3 [FD :N RT 120] 
END | 

TO POINTS 

START 

SETH -60 


REPEAT 18 [TRI 8 RT 60 FD 8 LT 5@] 
END 


TO LEGS 

START SETH 99 

tea. be ey 19- TRI 15 
SD-S6, TRI 15° FD 15 
TRI “LS 

END 


TO TAIL 

START 

SETH 27@ 

RT 90 REPEAT 9 [FD 5 LT 10] 
REPEAT 9 [FD 5 LT 16] 
REPEAT 9 [FD 4 RT 12] 

LT 110 BK 10 TRI 20 

END 


’ TO NECK 


RT 180 

REPEAT 15 [FD 5 LT 186] 
REPEAT 12 [RT 10 FD 3] 
LT 6@ BK 15 | 

HEAD 

SETH @ 

FD 20 LT 90 

REPEAT 15 [FD 4 LT 16] 
REPEAT 13 [FD 4 RT 12] 
END 


TO START 

PU | 
SETPOS [-25 @] 
PD 


END 


TO HALFCIRCLE :N 
REPEAT 18 [FD :N RT 10] 
END 


TO BODY 

HALFCIRCLE 8 

FD 8 RT 90 FD'90 BK 99 
END 


TO PUFF 
START 
BODY 
NECK 
TAIL 
LEGS 
POINTS 
CHEW 


END 








Wildcat Computing 


Our friends at Wildcat Computing con- 
tinue to grow bigger and better. Now 
they're offering, a broader line of software 
and hardware to support a full range of 
users. If you want a valuable resource at 
fantastic prices, write for this new catalog. 





MARCH 1983 














































We wholeheartedly endorse this grow- 
ing company — not because they pay for 
this advertising space (they don’t). They 
are just nice people who have always 
provided us with very good service. 
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YPLA on-line 


To those people with modems, you 
can contact us via THE SOURCE or via 
MICRONET. Our ID numbers are 
T10143 for the Source, and 70130, 250 for 
MicroNet. 


We check our mail regularly — at least 


~ twice a week. And so, get on the line. If 


you have questions, comments, criticisms, 
suggestions — let us know. 
We look forward to hearing from you. 





New Digit magazine 


A new magazine is being launched in 
May, written specifically for children, but 
in such a way that the entire family will 
enjoy reading it. It is designed to assist 
young people in taking full advantage of 
the electronics revolution now available to 
them. 


DIGIT and TURTLE NEWS will go 
hand-in-hand. Where TURTLE NEWS 
helps young people learn about micro- 
computers, LOGO and other languages, 
DIGIT is described as “The Video/Com- 
puting Connection for Young People.” 


You'll see Logo and the YPLA repre- . 


sented in the pages of DIGIT. You'll also 
see many other things about the marvel- 
lous world of the computer. 

You can take advantage of a special 
introductory offer and subscribe to DIGIT 
for $11.95. That is $7.00 off the regular 
subscription price of $18.95. 

( ) Please send me more information. 


- (_) Please send me DIGIT at the charter 


subscription price of $11.95. 

Send name, address, city, state and zip, to: 
DIGIT 

P.O. Box 29996 

San Francisco, California 94129 

(415) 931-1885 





Apple Il, Atari, Basis 108, IBM-PC, TRS-80 Color Computer, VIC 20 are registered trademarks of Apple 
Computer, Inc., Atari Inc., Basis International, IBM Corporation, Tandy Corporations, and Commodore Business 


Machines Ltd., respectively. 
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New Full Color 
T-Shirt Transfer 


Now, you can have your own T-shirt 
transfer in full color that will tell the world 
that Logo is spoken here. The background 
is yellow, the Logo lettering is blue. And 
the rest is just colorful magic, The transfer 


comes on a white background so it can be 
printed on any color T-shirt. Dimensions 
are 9 by 7 inches. 

And the cost — just $3, handling and 
shipping charges included. . 


Super Specials! 
YPLA T-Shirts, Jackets 


We're clearing out all of your YPLA Colors available include black, blue, red, and 
shirts and jackets at cost plus shipping and —_ white with red trim. Nylon blue jackets are 
handling. T-shirts are now only $4.75, now reduced to $12.75. 


LOGO T-Shirts (chit’s only) 
T-Shirt Transfer 


Red-trim YPLA t-shirts 


Colored YPLA t-shirts 


YPLA Nylon Jackets 


YPLA Software Exchange 













Disk Number 
Tape Number 


| 1 want to be a YPLA Turtle: 

| Tell me more about the YPLA. 

O I am over 18 and here is my $25 membership fee ($40 for-air mail delivery 
overseas. ) 

O lam a student 18 or younger. Here is my $9 membership fee ($24 for air mail 
delivery overseas.) 


| Name 
| Address 
i City — 


, 








State Zip 
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YOUNG PEOPLES’ 


LOGO ASSOCIATION 


P.O. Box 855067 


Richardson, Texas 75085 


(214) 783-7548 
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